WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 
appropriateness of the rating, please 
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ESRB contact the ESRB at 1-800-771-3772. 
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OF This PRODUCE ALWAYS 
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NINTENDO SEAL OF QUALITY. 
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NINTENDO, GAME BOY, GAME BOY COLOR THIS GAME PAK WILL WORK ONLY WITH THE 
OF NINTENDO OF AMERICA ING > GAME BOY® COLOR VIDEO GAME SYSTEM. 
© 1989, 1998 NINTENDO OF AMERICA INC. 
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Sabrina and her cat Salem have entered a schoolwide variety show. But when Sabrina gets 
a case of stage fright, Salem suggests that Sabrina use a spell from her bag of tricks to 
make the crowd go wild. But like most of Sabrina’s spells, this one backfires! Instead of 
making the crowd cheer, the spell turns them really wild — as in animals! Now Sabrina 
must rely on her unpredictable magic to zap everyone back to normal before it’s too late! 
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. Turn the POWER switch to the On position. You should see the 


Getting Started 


. Make sure that the POWER switch on your Nintendo Game Boy Color is in the 


Off position. Never insert or remove a Game Pak while the POWER switeh is in 
the On position. 


. Insert. the Sabrina, The Animated Series: Zapped! Game Pak into the 


slot at the back of the Game Boy Color. Make sure the Game Pak is 
securely in place by pressing it firmly into the slot. 


Nintendo logo appear. (If you don’t, begin again at step 1.) 


Basic Controls 


\ Button - Jump Up: The longer you hold down 
the A Button, the higher the jump 


1} Batton - Zap with Sabrina, Tail Whip with Salem 
Control Pad Down - no function 
Control Ped Up - no funetion 


Control Pad Left/Right - Move the character left or 
right. You can also make the character run by 
pressing Left or Right while holding the B Button. 


Select - Switch between controlling Sabrina or 
Salem (once Salem’s been found.) 


Start - Pause/Resume 
Control 


Pad 
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A Button 4 
Select Start 


Main Menu 


Use the Up/Down on the Control Pad to choose between 
these two options: 


New Game - Begin a new game 
Possword - Enter a password from a previous game 


Once you've chosen one of these two options, 
press START. 


Password Screen 


When you complete a level, you will receive a password. It’s a good idea to write 
down your password! If you enter it the next time you play, you can 
continue where you left off. 


If you would like to enter your password, choose the P \SSWORD 
option on the Main Menu sereen and press START. 


Use the Control Pad to fill in the blank spaces, the Down Arrow to 
choose different symbols, and Left and Right 
arrows to move the highlighted area to the place 
where the symbol will be inserted. When the 
correct. symbol appears, press the A Button to 
insert it. When all four blank spaces have been 
filled in, press START. If the password was 
entered correctly, you will continue from that 
level. If you get an error, the password was not 
correctly entered! Make sure that the symbols are 


correct, and try again. 
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Game Screen 


Along the bottom of the screen you can see information that will help you 
complete each level. 


\nimals - Shows how many animals need to be transformed in the level. 


Spells - Shows which spells you currently have. Onee you 
find a spell, it will appear in this window. 


Power Stars - Shows how many Power Stars 
have been collected. When all 5 stars have 
been found, this area will flash. Sabrina can 
zap animals without stunning them now! 


Health Hearts - Shows how much punishment 
Sabrina and Salem can take before their turn 
is over. 


Lives Remaining - Shows the number of turns 
left before the game is over. 
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The Goal 


Throughout each level, Sabrina will need to look for her transformed classmates, 
daze them momentarily by bouncing on their heads, and then zap them back into 
happy children. Sabrina can also zap open presents containing Salem, Health Hearts, 
1Ups (extra lives), or Power Stars. If Sabrina finds five Power Stars on any level, she 
can transform her classmates in that level without having to bounce on them. 


When all the animals in a level have been transformed back into humans, Sabrina 
will need to find the exit door! 


Help from Salem 


Sabrina will need all the help she can get, and that’s where 


Salem comes in! Sabrina will have to look for him first, but 
once he’s found, Salem will wait until he can join the search. 


By pressing SELECT, you can swap between 
Sabrina and Salem. Although Salem can’t 
transform Sabrina’s friends, he runs much 
faster and fits into areas too small for Sabrina. 
He can also use his tail to whip away Kitty 
Blocks that block Sabrina’s path. Be warned! 
Salem is too small to bounce off those pesky 


en 


animals, so steer clear of them! 


Note: You can swap unlimited times during, the level, but you must complete the level 
as Sabrina. When the next level begins, Salem must be found again. 
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Spells »* 


Sabrina and Salem will find magic spells for use in their explorations. 


ae 
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Each world will introduce a new spell, though Sabrina is the only 


one who can use them. Additionally, once a spell found, it ean 
be used for the rest of that level only. Here are the spells in the 
order they appear: 


Hover Jump Spell - Press the A Button while airborne to perform a multiple 
jumps in midair. ° RE 
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Crush Spell - Press Down on the Control Pad while in the air to ol *. _ 


smash the Cracked Blocks apart. 


Bubble Spell - Press the A Button and Up on the Control Pad to 
travel upward in a bubble. Press and hold the Left and Right arrows 
to move the bubble slightly. 


leleport Spell - Press Sabrina against the Warp Blocks with arrows to make 
her warp through. 
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Worlds 


Sabrina will explore four different worlds, each containing four sub-levels. 


School 


In the School, Sabrina will climb lockers, crawl 
through pits in the basement and jump around the 
gym, all while keeping an eye out for snakes, 
kangaroos, spiders and monkeys. 


Beach Festival 
The Beach Festival has lots to explore: food stands, 
boardwalks, crates and barrels. Sabrina will have to keep 
her eyes open if she’s going to find her friends — they’ve 
been changed into crabs, pelicans, fish and seals. 


Town Center Mall 


At the mall, Sabrina will ride escalators, float 
up elevator shafts and explore food stands. But 
she'll also need to locate her friends; they've 
been changed into bees, moles, raccoons and 


chameleons. 


° ig 
City Zoo 
The 200’ crawling with animals, but some of them are 
Sabrina’s friends! As she explores the cages, habitats, 
and jungle gyms, Sabrina must keep her eyes peeled 
for rhinos, bats, pandas and armadillos. 
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Game Over 


When Sabrina and Salem have lost all of their lives, the game is over. You may press 
Up/Down on the Control Pad to choose between the following options: 


Continue: Press START to start over at the beginning of the current level 


Quit: Ends the game 
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Customer Support 


Have any questions? Want to talk to us? Contact us by Internet, phone, fax, or mail: 


Internet 
http:/Avww.KnowledgeAdventure.com 


Toll Free Technical Support 


> (800) 457-8357 


* a) ° 
Ee Customer Service 


(800) 542-4240 
365 days a year 


Mail 
4100 W. 190th Street 
Torrance, CA 90504 
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This software program, any printed materials, any online or electronic documentation, and any and all copies and derivative works of 
such software program and materials (the “Program”} are the copyrighted work of Havas Interactive, Inc., and Simon & Schuster, Inc., 
or its licensors (collectively referred to herein as “Publisher’). All use of the Program is governed by the terms of the End User License 
_ Agreement which is provided below (‘License’). The Program is solely for use by end users according to the terms of the License 
eement. Any use, reproduction or redistribution of the Program not in accordance with the terms of the License Agreement is express: 
prohibited. 


END USER LICENSE AGREEMENT 
1. Limited Use License. Publisher hereby grants, and by installing the Pr ou thereby accept, a limited, nonexclusive license and é 
tight to use one (1) copy of the Program for your use on a on a Nintendo Color game system. 


2. Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all copies thereof (including 
but not limited to any titles, computer code, themes, objects, characters, character names, stories, text, dialog, catch phrases, locations, 
concepts, artwork, animations, sounds, musical compositions, audiovisual effects, methods of operation, moral rights, any related docu- 
mentation, and “applets” incorporated into the Program) are owned by Publisher. The Program is protected by the copyright laws of the 
United States, international copyright treaties and conventions and other 
laws. All rights are reserved. The Program may contain certain licensed materials, and Publisher's licensors may act to protect their rights 
in the event of any violation of this Agreement. 
3. Responsibilities of End User. 
A. Subject to the Limited Use License as set forth above, you may not, in whole or in part, copy, photocopy, reproduce, translate, 
engineer, derive source code from, modify, disassemble, decompile, or create derivative works based on the Program, or 
@.. any proprietary notices or labels on the Program without the prior consent, in writing, of Publisher, 
~ B. You are entitled to use the Program for your own use, but you are not entitled to: 
(i) sell, grant a security interest in or transfer reproductions of the Program to other parties in any way, nor to rent, lease or 
license the Program to others without the prior written consent of Publisher; or 
(ii) exploit the Program or any of its parts for any commercial purpose. 
4. Program Transfer. You may permanently transfer all of your rights under this License, provided the recipient agrees to the terms of 
this License. 


5. Termination. This license is effective until terminated. You may terminate the License at any time by destroying the Program. 


Publisher may, at its discretion, terminate this License in the event that you fail to comply with the terms and conditions contained herein. 
In such event, you must immediately destroy the Program. ° 
6. Limited Warranty. PUBLISER EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM AND MANUALS). THE PROGRAM 
AND MANUALS) ARE PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, WITH- 
OUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR NONINFRINGE- 
MENT. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3] OF THE UNIFORM COM- 
MERCIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. The entire risk arising out of 
use or performance of the Program remains with You, however Publisher warrants the Master Disk(s}, on which the Program is furnished, 
to be free from defects in materials and workmanship, under normal use, for a period of ninety (90) days 
from the date of delivery. Publisher's sole liability in the event of a def shall be to give You a replacement disk. Some states & 
do not allow the exculusion or limitation of incidental or consequential es, or allow limitations on how long an implied warranty — 
lasts, so the above limitations may not apply. & " 
7, Limitation of Liability. NEITHER PUBLISHER, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS SHAIL BE LIABLE IN ANY 
WAY FOR LOSS OR DAMAGE OF ANY:KINDIRESULTING FROM THE USE OF THE PROGRAM INCLUDING, BUT NOT LIMITED TO, 
LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL 
DAMAGES OR LOSSES. Some states do not allow the exclusion or limitation of incidental or consequential damages, or allow limita- 
tions on how long an implied warranty lasts, so the above limitations may not apply to you. 
8. Equitable Remedies. You hereby agree that Publisher would be irreparably damaged if the terms of this License were not specifiegl. 
ly enforced, and therefore you agree that Publisher shall be entitled, without bond, other security, or proof of damages, to appropriate | 
equitable remedies with respect to breaches of this license, in addition to such other remedies as Publisher may otherwise have avail- 
¢& to itunder applicable laws. In the event any litigation is brought by either party in connection with this license Agreement, the pre- 
_ ailing party in such litigation shall be entitled to recover from the other party all the costs, attorneys’ fees and other expenses incurred 
~ by such prevailing party in the litigation. 
9.Miscellaneous. This license shall be deemed to have been made and executed in the State of California, and any dispute arising 
hereunder shall be resolved in accordance with the law of the State of California. This License may be amended only by an instrument 
in writing executed by both parties. This License constitutes and contains the entire agreement between the parties with respect to the 
subject matter hereof and supersedes any prior oral or written agreements. 


16 


Knowledge Adventure/ 
Simon & Schuster 
4100 West 190th Street 
Torrance, CA 90504 


™ Archie Comic Publications, Inc. ©2000 DIC Entertainment. All Rights 
Reserved. Software ©2000 Simon & Schuster, the publishing operation of 
Viacom, Inc, and Havas Interactive, Inc. and/or its wholly owned subsidiaries. 
INTENDED SOLELY FOR PRIVATE USE. PUBLIC PERFORMANCE OR 
OTHER USE IS EXPRESSLY PROHIBITED. 
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